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Introduction ann Set-up tt Gal ens 

Heroes of Might and Magic’ is a fantasy strategy game ech ied you against thee diabolical 
warlords in a struggle for territory and resources. Dangerous enemies and mystical creatures 
roam the land and await any hero who sets out to defeat them. Players hire heroes and use 
them to gather men, creatures and materials for the fi ight against the other three warlords. 
Victory comes to you with the right combination of tactical skill and ice Planning. 


Starting Heroes of Might and Magic ; 
t+ Turn off the power switch on your Nintendo Game i Cols system. Never insert or 
remove a Game Pak when the power is on. ‘ 


? 


T Insert the Heroes of Might and Magic Game Pak into the sot on the back of the Game 
Boy Color, label facing out. Press the yas ie fi my to lock it in Jane 


] 


t Turn the power switch on. 
t Select the language of your choice: English, French or German. 


Main Menu! ean Ts A . 
The navigation of any screen in 1 the Heroes” game consists simply of using the + Control 
Pad to highlight an option and using pile A Button to select the option: 


New Game 
Selecting this option takes you to the scenario selection screen where you will select which 
scenario you wish to play. 


Load Game 

You may save up to three games in the Heroes of Might and Magic game. Select this option 
to load your previously saved game. 

High Scores 

This option lets you view the 10 highest scores and the scenarios where these high scores 
were achieved. Selecting the Reset Scores option at the bottom of the screen will reset all 
scores to their default values. 


Credits 
View the Credits for the Heroes of Might and Magic game. 


Select Scenario 

The Select Scenario screen is sae you choose which 
scenario you wish to play. Each scenario i is defined 
title, starting resources, size of the map and nT, 
description. = 9 i 4 es x 


Scenarto Settungs 


Starting Resources 


At the bottom of the Selett Scenario screen are. the d 
Exit and Okay options. Highlight the option you" j 
want and press the A Button to confirm your selection. 


Scenario Settings 12a Ns ae 
After selecting a scenario, ‘the Scenario slings Bion aE ed Fd Bs 
is displayed. 
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Starting Resources be ON ay t 2 ; Vict 
The Starting Resources une determines the starting resources available to you. 


Opponents  —— {eH tei ‘ 

These three options let you customize the intelligence of your opgedcntt (the CPU 
players). The settings are Dumb, Average and Smart. Smarter opponents think more 
intelligently about theit moyes and are more formidable adversaries. 


After you have selected a scenario ag 
accepted the Scenario Settings, you are on 
the adventure screen, playing the ganic. 


Hero Movement rica 
This game is divided into turns — you 
have your turn and then the Game Boy 
Color-controlled heroes have their turn. 
“aHeroes can only move so far in a turn. 
Moving around a map is done from the 
Adventure Screen. The Adventure Screen 
shows the current hero and troops, and 
a portion of the map. Dark areas of the 
map are unexplored areas. Exploration is 
a big part of this game, and as you move — 
your heroes around the map, these dark 
areas will be revealed. 


MONTH 


TROOPS WEEK DAY 


HERO PICTURE ADVENTURE SCREEN 


lo move a hero, simply move the cursor to an area that isn’t covered by darkness and press 
the A Button. If your hero can move to this location, you will see a flashing trail indicating 
the path your hero will take. Press the A Button to move your ‘hero there. Your hero does 
not have unlimited movement. Remember this, iy: you don't get raven too far. away from 
the safety of your towns. tan eee fos 


Adventure Actions = = © : yy 

Pressing SELECT will replace the hero information oe at the bottom of the adventure screen 
with the Adventure Actions menu bar. The 5 5, icons on this menu bar, from left to right, perform | 
the following functions: , 

t Next hero: this lets you jump to each rato uindéh your control 


Next town: this lets you jump to each town you own. 


t | 
t+ Move hero: this tells the current hero to move to the location you selected on the map. 
+ Cast spell: this lets the current hero cast.a spell. : 

.” 


End turn: when you are done commanding your heroes and towns, end your turn. 
When you end your turn, the enemy heroes will move. 


Press SELECT again to return to the game. 


Antoine 
st 
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HERO.NAME | NEXT HERO MOVE HERO END TURN 


HERO PICTURE = NEXT TOWN CAST SPELL 


Adventure Options Screen 
Pressing START will pause the game and display the Adventure Options Screen with the 
following options. Select an option by highlighting it and pressing the A eis 


Exit 
Selecting this option returns you to tHe adventure screen. 


. 


Kingdom Overview 
The Kingdom Overview screen displays information on the heroes and towns that you control. | 


Heroes: The number of heroes of each type that you control. 
Castles: The number of castles of each type that you own. 

Towns: — The number of towns of each type that you own. 

Mines: The number of mines of each type that you own. 
Treasury: The quantity of each of the seven resources that you own. 
Income: | The total amount of gold that you earn each turn. 


Pressing the A Button returns you to the Adventure Options menu. 


World Map 

Selecting this option lets you view the world at half-scale. Only explored areas are visible. 
This view shows a miniature representation of all visible towns, castles, mines, etc. Blue 
flags indicate the location of heroes under your control. 


Pressing: the A ut ie 
Adventure ae] 
view Putsla: pe he 
eter iewan ©. 
puzzle ma eed p on SyAoe 
location pecines aT his eid 
uncover pieces aris ements f 

lisks that. are scattered é 


you to the Nees ig : aed 


5 >! ° kA 1 f a ; 
KINGDOM - WORLDVIEW 
oveRviEW MAP) PUZZLE 


vs gine 


must visit the obe 
across the world. The numbe r of oblishs 
that have ‘been found we displayed, a as 
will the total number of yt within shee 
the map. As the actual m map sect ons 
replace pieces oft the puzzle, anX reads 
center of the puzzle will reveal the | location 
of the Ultimate Artifact, ys ges ie mes 


Pressing the A Button returns you to the 
Adventure Daren menu. 


spay S uty ¢ fi x J f 4 
Ee Mos has Be Be Rnb one * “GAME GAME 


6 Wa ee ar - ARTIFACT) | SUMMARY OPTIONS 
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Dig for Artifact 
Selecting this option commands a hero to dig at the current location for the ‘Ultimate 
Artifact. A hero may only perform this action at the beginning of a turn, before any movement 
has been performed. Digging for ne) Ultimate Artifact uses a full turn’s spent 

| 
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Game Summary ' 2a Sie 
Selecting this option lets you view the scenario starting information, Ae bee 


Pressing the A Button returns you to the Adventure ie menu. 


Game Options 
Selecting this displays the Game options menu. Change these options by highlighting an 
option and pressing the A Button. itis that are on are brighter va those that are off. 


ree 


Music on/off 

Sound on/off by 

Autosave on/off — automatically save the current game at the end of each turn to slot 1, 2 or 3 
Show path on/off = display movement path — , 

New — quit the current game and go to the main menu 

Load ~ load a saved game 

Save — save the current game 

Exit — returns you to the Adventure Options menu 


a es 
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Hero Screens Maer pe 9 

There are 2 hero screens in the Heroes of Might and Magic game. The quick view hero 
screen is accessed by placing the cursor on any enemy or friendly hero and pressing the 
B Button. This screen displays the hero's name, type, picture, statistics and troops. The 
other hero screen is accessed by placing the cursor on any hero that you control and 
pressing the A Button. This screen displays all of the information from the quick view 
screen, as well as any items the hero has collected. This is also the screen where you 
dismiss a hero from your control. : 


Hero Statistics. 

Experience te} 

Every hero begins the game with a small number of experience points. Over time, a hero 
will accumulate additional experience points through combat and special events. A hero 
that has accumulated enough adap points advances to the next level. 


Attack Skill 
This skill increases the amount of damage done to enemies for every creature in the hero’s army. 
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Defense Skill 
This skill decreases the damage received es every creature within the hero's army. 


Spell Power 
This skill represents the strength or duration of spells cast by the hero. 


Knowledge 
This skill determines the number of spells the hero can memorize. 


Morale ; 

A hero’s morale affects the morale of all creatures within the hero’s army. A high morale 

will increase a creature’s chance for an extra attack while a low mibiale may cause the hero's 4 
creatures to be paralyzed with fear. d 


Luck 

A hero’s luck affects the luck of all creatures within the hero’s army. A high luck will 
increase a creature’s chance of inflicting double damage while a low luck may cause the 
hero’s creatures to only inflict half damage. 


Hero Types 
Each hero will have different attributes and skills: Heroes start with a few experience points 
and a small number of creatures. 


Barbarian Knight 


; 

| 

Attack skill of 2 and Defense skill of 1 Attack skill of 1 and Defense skill of 2 
Spell power of 1 and Yee of 1 Spell power of 1 and Knowledge of 1 
Sorceress Warlock 

| Attack skill of 0 and Defense skill of 0 Attack skill of 0 and Defense skill of 0 
Spell power of 2 and Knowledge of 3. Spell power of 3 and Knowledge of 2 
| Spell book with the Bless spell -. Spell book with the Curse spell 

y ; 

_ TOWN 

‘i 


_ Towns are the factories of a hero's force. They are where most of the creatures ate recruited, 
"are a source of gold (250 for a town or 1000 for a castle per day), and are where heroes will 
_& learn most of their spells. Towns can be upgraded to castles. A town that has been upgraded 
| may build up to 6 creature dwellings, a well, a mage guild, a tavern and a shipyard. 


Town Screen 
The Town Screen is divided into 3 sections: building icons at the top, a description window 
in the middle and two information bars at the bottom. 
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Building icons that have a gold check by BUILDING ICONS 
them are buildings that have already been 
built. Building icons that have a red slash 
mark by them can’t be built yet because 
they either require another building to be — 
built first, or they require more resources. 
Highlight a building icon and press the 

A Button to access that building's screen if 
the building has been built, or to instruct 


. The Castle improves town 
the townsfolk to build the building if it, defense and income 


hasn't been built yet. Only one building | 
may be built per day. — 


rhe description window displays a brief 
description of the highlighted building icon. 


Ihe top information bar at the bottom of 

the screen displays the Town information. Fert Be B, sah 

; a ae ‘ INFORMATION BARS ~~ DESCRIPTION WINDOW 
Creatures that can be recruited into a hero's twit nfo 

army are displayed here. The bottom information —,-——_ Visiting Hero Info 

bar displays the visiting hero’s information. 


Dwellings 
These screens display the creatures that can be recruited to your cause. Use the + Control 
Pad to highlight the er yan want and then press the A Button to confirm your selection. 


# 


Well ec ern; , 
This screen displays the current populations of the town shape 3 ares dwelling not yet 
built will display a population of 0. 


Mage Guild . 

This screen displays the spells that are available to the visiting heroes. A hero that visits the 
mage guild will memorize all of the available spells, provided he or she has a spell book. 
Spell books may be Jui es at the mage guild for 500 gold. 


Tavern | f 
Taverns increase the morale of the troops when they're defending the castle. Any creatures 
left behind in a town will automatically be defending it. 


Shipyard 
This screen is where a hero purchases a new ship at the cost of 1000 gold and 10 wood. If you 
do not have the resources necessary to purchase a ship or do not have access to water, the Yes 
button may not be selected. In order to build a shipyard and/or a ship, the space one down 

and one to the left of the town entrance must be water. 
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Castle POP ET ’ 
This is where heroes can be recruited. Heroes an galy be recruited when there is no visiting hero. 


How to Recruit Creatures : 

Creatures can be recruited into a town garrison, and then’ into a hero's ee To recruit into 
a town garrison, simply call up a town screen of a town that you own, select a creature 
building, select the number of creatures from the available pool, and then select the recruit 
option. If you have enough gold, these creatures will appear in the town garrison, on the 
town screen. Having creatures in the town garrison adds to the defenses of that town 
against attacking heroes. 


From the town screen, the creatures in the garrison can be recruited into a visiting hero’s 
army. Move the cursor to the creatures you want to recruit and press the A Button. Move 
the cursor to the slot in the hero’s army that you want these creatures to occupy and press 
the A Button again. If the slot is already occupied, the creatures will swap places. Creatures 
can also be transferred from a hero's army to a town garrison. Move the cursor to the creature 
you want to put in the garrison and press the A Button. Move the cursor to the slot in the 
town garrison that you want these creatures to occupy and press the A Button again. 
Different creatures can not occupy the same slot. For example, dwarves and thieves cannot 
occupy a single slot. 


Eo 
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Trading Artifacts and Creatures Among Heroes 

You can trade artifacts among the heroes you control. To do this, your heroes must be 
close enough to walk to each other. Move the cursor to the hero you want to trade with, 
and press the A Button. Your hero will walk towards the other hero, and then the trading 
screen will appear. To trade Artifacts, move your cursor over the “Artifacts” button, and 
press the A Button, This screen shows the artifacts that both heroes have in their possession. 
Move your cursor over the artifact you want to trade and press the A Button. That artifact 
is now selected. Move your cursor over the slot you want to move the artifact to. Press the 

A Button again to complete the trade. If the slot is empty, the artifact will simply move to the 
new slot. If the slot has another artifact i in it, the artifacts will swap positions. Spell books 


* cannot be traded. 


To trade creatures, move the cursor over the Armies button and press the A Button. 
Moving and trading creatures works the same as moving and trading artifacts, refer to the 
above paragraph for instructions. 


cys 
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In a world of budding monarchies, filled with peasants, monsters and precious resources, 
emerging rulers will find that the more they know about their surrounding world, the 
more likely they will succeed in their dreams oe wealth, power and land halting 
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CURSOR ICONS 


As the cursor is moved about the screen, it may be replaced by one of several icons. 
Pressing the B Button will bring up information about the item under the cursor. 


Pointer } 
This icon appears when the cursor is Over any location that the active hero cannot 
currently travel to. 


Horse . 
This icon appears when the cursor is over terrain that can ie savalea to. 


Rearing Horse 
This icon appears when the cursor is over a location that activates an event or that can 
be entered, such as a mine, town, castle, etc. 


Sword 


This icon appears when the cursor is over an enemy hero ora monster camp. Monster 
camps extend out: to all adjacent tiles. 


Trade Arrows 

This icon appears when the cursor 13 over a friendly hero, other hey the active hero. 
Castle? ee 

This icon appears when the cursor is over a a friendly castle. Pressing the A Button ona 
friendly castle will select that castle as the active one and open the Town screen. Pressing 
the B Button will display the creature syereeeD ae the selected castle (friend or foe). 


Helm i be: f 
This icon appears when the cursor is over the active hero. Pressing the A Button will open 
the Hero screen. Pressing the B Button will open the quick view screen. 
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ADVENTURE LOCATIONS 


The following adventure locations fall into one of two categories: those that contain objects 
that may be picked up and those that may be entered. 


Towns/Castles } | 

A hero may enter a town or castle by moving to the location reabeeenhiing the entrance. 
This entrance appears as a gate or opening within a wall. If the town or castle is 
unoccupied by another hero, then the hero may enter. Whenever a hero enters a town 
or castle, the Town screen is displayed. 


If an enemy owns the town or castle, then the hero will have to defeat the enemy in combat 
before entering the town. If no defenders are present, then the hero may enter and take control. 


Resource Mines 

A hero may enter a mine by moving to the location representing the entrance. This entrance 
appears as a mine tunnel or workshop doorway. When a hero visits a mine, the hero gains 
ownership of the mine and begins to receive the resources produced by the mine. Resources 
are generated at the beginning of each day and are automatically added to the owning 
player’s resource pool. However, an enemy hero can take over your mine by entering it. 
Once this happens, you will no longer receive resources from the mine. You may regain 
ownership by visiting the mine again. 


Creature Dwellings 

Some structures are the living places of creatures that may be recruited by heroes. A hero 
may enter a creature dwelling by moving to the location representing the entrance. This 
entrance usually appears as a doorway into the dwelling. A hero that enters a creature 
dwelling will be given the opportunity to recruit any creatures that currently reside within 
the dwelling. The supply of available recruits will be replenished once per week. Some 
dwellings provide recruits for free, while others require that they be purchased. 


Obelisks 
There exists a hidden artifact of great power somewhere on the map (see Page 35, Ultimate 
Artifacts, for more details). Clues to the artifact’s location may be obtained by visiting obelisks. 


A hero may visit an obelisk by moving onto the obelisk. 


Gates 

Gates are locations on the map that teleport the hero to another gate location. A hero may 
enter a gate by moving to it. Any hero that does so is immediately teleported to a different 
unoccupied gate. If more than one destination gate is available, then one will be randomly 
selected. If no destination gates are available, the hero won't be teleported. 
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Creatures 
Of course, in addition to sites to visit, you must. 
also be concerned with the other inhabitants of 
the wilderness. When a ‘hero moves adjacent to 
a group of creatures, the creatures will simply attack. 


i ( ; 5 . 
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Loose Resources EY ag He ak | 
Loose resources representa small quantity of one — 
of the resources. When a hero picks up) 
a resource, the resource is removed from the — 
Adventure Map and added to the controlling . 
player's resource pool. When picking upaloose = ; 
resource the hero remains in the adjacent location, but still expends the movement points 
required for Gaps this location, FASS RD eA 


; 


OO nn 


an ce 


a ees ~ 


COMBAT OVERVI Ged Gan fe} 

Combat occurs whenever a hero encounters an enemy hero, a guarded town or a group of 
hostile monsters. Combat takes place on a separate, tactical battlefield. The attacking creatures 
line up on the left side and the defending creatures on the right side of the battlefield. The 
creature with the highest speed rating moves first. If two creatures have the same speed rating, 
then the defending army moves first. If a creature can move next to an enemy monster 
group, it can then attack that group of monsters. Any surviving monsters from the attack 
would then be allowed to counter-attack. Each defending group is allowed 1 counter-attack 
per combat round (unless the attack creature has the unlimited counterstrike ability). 

If another creature were to attack that same group during the same round of combat, the 
defending group would not be allowed a second counter-attack. 


A hero may cast one spell per round to help his army. For a description of spells, see 
Spells on Page 28. 


A hero also has the option of Surrendering or Fleeing from a Battle. Both options will 
return the hero to the recruit pool where you may recruit that hero again. A hero that 
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surrendered will still control any creatures that survived the combat, while the hero that 
retreated will be given a new starting army. The cost of surrendering is one- re-half the cost of 
recruiting the surviving creatures. 


COMBAT INTERFACE 


Cursor Descriptions 
A running man: This means the creature can move to this space. 


A flying creature: This means the flying creature can move to this space. ‘ | 
A sword: This means a melee attack is possible. | 
An arrow: This means a range attack is possible. | 
An X: This means the selected creature may not move to this square | 
because it is either impassible or out of movement range. | 
A question mark: This means creature information is available. 
24 


CASTLE COMBAT 


If a hero attacks a castle and a defending army is located within a castle, castle combat 
occurs. In castle combat, the defending units are placed behind a castle wall. Furthermore, 
at the beginning of the first defending creature's attack phase, a ballista is shot from a 
castle tower. This ballista is controlled by the game and yao Be aimed by you. At the 
beginning of the first attacking creature's attack 
phase, a catapult is fired at the castle wall in an 
attempt to break it down. 


When a town/castle that has a visiting hero is 
attacked, the visiting hero’s armies will be the: 
defense. When a town/castle that has no visiting. 
hero is attacked, the armies that are in garrison 
will be the defense. If there is no visiting hero 
and no armies in the garrison, the town/castle - 
will have no defense. 
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CASTING SPELLS ? 2:9 58 VGA C2 24 A RS wes oat ais Sa 

There are two types of spells. Adventure spells can be cast anytime when you are on the 
Adventure Screen, exploring the world. Combat spells can only be cast when you are on 
the Combat screen, fighting an enemy. To cast spells, your hero must er a spell book, 

which is obtained in a Mage Guild. 


Adventure 

To cast a spell on the Adventure Screen, press SELECT. Siler the Cast Spell i icon (see 
page 7) and Press the A Button. This brings up your hero's spell book, and shows you all 
the Adventure spells you can-cast. If you have more than can fit on the open pages, move ' 
your cursor over the left and right arrows at the top of the spell book and press the 

A Button to change pages. To cast an Adventure spell, highlight the spell x want, and 

press the A Button. 


SO 
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Combat 

lo cast a spell during combat, press START. This brings up a screen with information on 
your hero. Highlight the globe on the far left and press the A Button. This shows you all 
the spells you can cast during combat. ‘If you have more than can fit on the open pages, 
move your cursor over the left and right arrows at the top of the spell book and press the 
A Button to change pages. Move the cursor over the Spell you want to cast and press the 
A Button. then, select the creature you want to target. Press the A Button to select that 
creature as the target of the spell. Make sure you read spell descriptions, as some spells like 
Bless will make a single creature stronger, and other spells like the aye Aumagedclon, 
mili sd all creatures, friend and foe alike. 
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SPELLS 


Spell Descriptions 


: " 
’ ¥ 


Combat spell types are cast during battles, Adventure spell iypes are cast ‘on the World Map. 


Level One Spells 


Spell Name : Spell Type 
Bless Combat 
Curse Combat 
Dispel Magic Combat 
Protection Combat 
Slow Combat 
View Mines Adventure 


; 


Spell heschipiton 

Blessed troops inflict maximum damage. 
Cursed troops inflict minimum damage. 
Removes all active spells on all creatures. 
Protected troops gain +3 defense. 


Slowed troops can move bay one space and 
act last. 


Displays the location and type of all mines. 


Level Two Spells | 


Spell Name __ Spell Type_ Spell Description 
Anti-Magic_ } Soh Combat. - » Protects a troop from all spells. 
Blind | . Combat f ~ Blind troops can only retaliate; damage 

ae anes at. . inflicted upon blind troops cancels the spell. 
Cure be Combat — Cures all friendly troops of all negative spells. 
Lightning Bolt - Combat | Inflicts 25X spell power damage upon one troop. 
Haste Combat Hasted troop’s speed becomes “fast”. 
Summon Boat — Adventure | Summons the nearest unoccupied boat if the 

woe Wes His: hero is next to water. 
Turn Undead _ Combat Destroys one troop of undead creatures per 
spell power. 

View Artifacts Adventure Displays the location of all artifacts 


(except the Ultimate Artifact). 
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Level Three Spells 
Spell Name 
Berserker 


Fireball 


Paralyze 


Identify Hero 


Resurrect 


Storm 
View Heroes 
View Resources 


View Towns 


Spell Type 
Combat 


A Combat . 


Combat 


Adventure 
Combat 


Combat. 
Adventure 
Adventure 


Adventure 


Spell Description 
- Berserked troops will atack ue nearest Sian 


) for one pound, 


lnflicts 10X spell power ater e upon 
all troops within the targeted square and all 
adjacent squares. 


Paralyzed troops cannot retaliate: Giisee 


inflicted t upon paralyzed troops cancels the spell. 


Displays an enemy hero’ S statistics by exact 
_ troop size. 


Brings 50X spell power hit points of dead 


» Creatures in a group back to life. 


- Inflicts 25x spell power damage upon all troops. 
Displays the location of all heroes, friend or foe. 
Displays the location and type of all resources. 
Displays the location of all towns and castles. 


Level Four Spells 


al 


Spell Description 


Inflicts SOX spell power damage upon all 
_ troops, friend or foe. 


Inflicts 25X spell power damage upon 
all troops within the targeted square and 
all adjacent squares. 


Teleports the active hero to the nearest 
~ friendly unoccupied castle or town. 


Displays the entire map. 
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Gambler's Lucky Coin ............-+--0+.0-. 41 luck 

Lucky Rabbit’s Foot. ....... AS Sn 955 Reh . +1 luck 

Golden Horseshoe... 200.620. ccee be eee se +1 luck 
4-LeafiGlavat Gas Sacgst G28 SS EO. +1 ick 

Endless Purse of Gold . Pp aoeD Se ay SEALS, . +500 gold per day 

Ballista of Quickness SO Seti ok P abnee. pie te . Catapults attack twice per round 
True Compass of Mobility pare ye eee oie aie 9 x increased movement on land and sea 
Traveler's Boots of Mobility........ ES OF a, Increased movement on land 
Nomad’s Mobility Boots... ... : Be, i aot y Increased movement on land 
Sailor's Astrolabe of Mobility............. -.... Increased movement on water 
Power Axe of Dominion ........... Bed BN Ee, +2 attack © 

Dragon Sword of Dominion.............. os. +3 attack 

Stealth Shield of Protection cA alee ee +2 defense 

Divine Breast Plate of Protection. ........ tie Ni +3 defense 

Witches Broach of Magic... .........0...000. +3 spell power 


Arcane Necklace of Magic ..........2....05.5 +4 spell power | 
Major Scroll of Knowledge. . gD estat ey ye Ae 8 knowledge 


» ; 
' ; fe | 
Superior Scroll of Knowledge... PS Re Fact A RNOW eR gE tes Sa 
Foremost Scroll of BR OWIGERE Oa see: sf eb ey Py pe | knowledge qe 3) ; 
Endless Bag of Gold ...........-- 5 esha . +750 gold perday 
Endless Sack of Gold. . 0.2... .2.. ee. ee. .... +1000 gold per day . 
Cursed Artifacts . zs . 
Cursed artifacts have a detrimental effect upon the owning hero. 
Fizbin of Misfortune ......3........0.. Bes See -2 Morale ; 
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Ultimate Artifacts 

Each scenario contains a single Ultimate Artifact that has been hidden at a secret location. 
A player may gain clues as to the artifact’s location by sending heroes to investigate the 
various Obelisks that are scattered about on the map. As each new obelisk is visited, 
additional clues to the possible location of the artifact are gradually revealed. Once all 

of the clues have been gathered, the exact location of the artifact is revealed, A hero may 
obtain the Ultimate Artifact by digging at the artifact’s hidden location, 


Ultimate Sword of Dominion............... .. $12 Attack Strength 
Ultimate Cloak of Protection........ RON Eas ... +12 Defense Strength 
Ultimate Wand of Magic .................... #12 Spell Power 
Ultimate Book of Knowledge Sse ir fal aise i .. +12 Knowledge 
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Visit our support web site at Rate oh pateet, i) get late. eek news and 


information, answers to frequently asked questions (FAQ'S), links to hardware manufacturers’ 
web sites, and the latest product updates, 


If you want to ask a specific technical question, you. can use the online email form available 
at our web site. 


If you would prefer to call us, our Customer Support phone number is (650) 261-3454. 
Our hours of operation are: 


Monday through Friday, 9:00 am — 12:00 noon, and 2: 00 pm — 5:00 pm, Pacific Time. 
You can also send a fax at (650) 261-3419. 
If you prefer U.S. mail, please use the following address: 


Customer Support 

The 3DO Company 

600 Galveston Drive 
Redwood City, CA 94063 
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However you choose to contact us, please provide us with the following information: 
version and year of your Game oe Color, aay ac saree in use, name, address, email 
and phone number. Se EES! 


3D0 Direct Sales - (800) she ie 


World Wide Web — http://www.3do.com WH f 
Customer Support General email address: customer-support@3do.com 
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THE 3D0 COMPANY - END-USER LICENSE AGREEMENT 


IMPORTANT-PLEASE READ CAREFULLY. IF YOU ARE UNDER THE AGE OF EIGHTEEN (18), PLEASE HAVE A PARENT OR GUARDIAN READ THE ENTIRE END-USER LICENSE AGREEMENT 
(the “EULA") PRIOR TO USING THIS 300 PRODUCT IN ANY MANNER. The EULA is a legal agreement between you, the original consumer purchaser or subsequent transferee of this 3D0 
software product ("You") and The 3D0 Company, a California corporation (“3D0"). As used herein, the term “Program” includes the computer software and associated audiovisual works, the 
related media, any printed materials, and any electronic or “on-line” documentation materials regarding this 3D0 software product. By opening this package and/or using the Program, You accept 
and agree to abide by all of the terms and conditions of this EULA. 

1. UCENSE GRANT. 3D0 hereby grants You a non-exclusive, personal license to use the Program solely in accordance with the terms and subject to the conditions of this EULA. The Program 
incorporates various intellectual property rights, that may include, without limitation, copyrights, trademarks, patents, trade secrets and other proprietary rights (collectively, the “Intellectual Property 
Rights"). While You are entitled to own the physical media on which the Program is distributed, 3DO retains all rights, title and interests in and to the computer software, audiovisual works, and 
other materials comprising the Program and all Intellectual Property Rights relating thereto. 


2. RIGHTS AND RESTRICTIONS. The Program is protected by U.S. and foreign copyright laws and international copyright treaties, as well as by other such intellectual property laws and treaties. 
The Program is licensed (and not sold) to You, and any and all rights not expressly granted to You herein are reserved by 3D0. 


* You may use one copy of the Program on your game console. Except as expressly set forth in the user manual for this 3DO software product, the Program may not be shared or otherwise used 
simultaneously on more than one game console. 


+ The Program is licensed for use as a single integrated product, and You agree not to separate the component parts of the Program for use in any other application, product or service. 

* You agree not to publicly perform, rent, lease, loan, or sublicense the Program (or any portion thereof), or to otherwise provide any third party with access to and/or the Opportunity to copy or 
otherwise use the Program. 

+ You agree not to adapt or otherwise modify, create any derivative work, or decompile, disassemble, reverse engineer, or otherwise attempt to derive any source code from, the Program 
(or any portion thereof), except and only to the extent that, notwithstanding such restrictions, such activity is expressly permitted by applicable law. 

* You may permanently transfer all of your rights under this EULA, provided that (i) You transfer the entire Program, including any and all components thereof and all versions of the Program 
licensed to You hereunder; (ji) You retain no copy or copies of the Program; and (iii) the transferee agrees to all of the terms and conditions of this EULA. 


3. SUPPORT SERVICES. 3D0 may provide You with support services relating to the Program (collectively, “Support Services”). Your use of any such Support Services shall be subject to 3D0's then- 
applicable policies and programs as described in the end-user manual for the Program, in “on-line” documentation (if any), and/or in other such materials published by 3DO. All supplemental 
computer software and documentation materials (if any) provided by 3D0 as part of its Support Services or otherwise shall all be considered part of the Program for all intents and purposes and 
shall be governed by the provisions of this EULA. Any information that You disclose or provide in connection with the Support Services may be used by 3DO for any of its business purposes, 
including, but not limited to, product development and support. 

4. U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and all components and versions thereof are provided with restricted rights. Use, duplication, or disclosure by the U.S. Government or 
any U.S. Government subcontractor is subject to restrictions as set forth in subparagraph (0)(1)(ii) of the Rights in Technical Data and Computer Software clauses at DFARS 252.227-7013 or 
subparagraphs ()(1) and (2) of the Commercial Computer Software-Restricted Rights clauses at 48 CFR 52.227-19, as applicable. “Manufacturer”, as such term is used therein, is The 3D0 Company, 
600 Galveston Drive, Redwood City, California, 94063, U.S.A. 

5. EXPORT LIABILITY ASSURANCES. You agree that the Program will not be exported outside the United States except as authorized and/or permitted by the laws and regulations of the United 
States. If You have rightfully obtained the Program outside the United States, You agree not to re-export the Program except as permitted by the laws and regulations of the United States and the 
laws and regulations of the jurisdiction in which You obtained the Program. 

6. TERMINATION. Without prejudice to any of 3D0's other rights and remedies under applicable law, 300 may, at its sole discretion, terminate this EULA if You fail to comply with any of the 
terms or conditions of this EULA. In the event this EULA is terminated, You must destroy all copies of the Program, including, but not limited to, all components and versions thereof licensed to 
You hereunder. 


7. GOVERNING LAW. This EULA shall be governed by and construed under the laws of the State of California, exuding that body of law related to choice of laws, and of the United States of America. 
8. ENTIRE AGREEMENT. This EULA constitutes the entire agreement and understanding of the parties regarding the possession and use of the Program by You and the related subject matter hereof. 
If any provision of this EULA (or part thereof) is determined by any court of competent jurisdiction to be void, invalid or otherwise unenforceable, such provision (or part thereof) shall be deemed 
deleted from this EULA, while the remaining provisions of this EULA shall continue in full force and effect. No failure or delay by 3D0 in exercising any right, power or remedy under this EULA shall 
Operate as a waiver of any such right, power or remedy. 


WARRANTY INFO 


THE 3D0 COMPANY LIMITED 90-DAY WARRANTY 


The 3D0 Company (“3D0") warrants to the original consumer purchaser of this 3DO software product that the game cartridge within which the underlying 
computer program is recorded will be free from defects in materials and workmanship under normal, recommended use for ninety (90) days from the 
date of purchase. The 3DO software program recorded within such medium is provided on an “as is” basis, without any warranty or condition of any 
kind, and 3DO shall not be liable for any.losses or damages of any kind or nature resulting from the use or inability to use such program. 


3DO's entire liability and the original consumer purchaser's exclusive remedy for breach of any warranty (express or implied) shall be, at 3D0's 
option, either: (a) to replace, free of charge, this 3DO software product, or (b) to return to the original consumer purchaser the price paid for this 
3DO software product. The preceding warranty shall not be applicable and 3DO shall not be obligated to replace this 3DO software product or to 
return any such sum to the original consumer unless this 3DO software product is returned within the 90-day warranty period, postage pre-paid, 
with dated proof of purchase, to The 3D0 Company, 600 Galveston Drive, Redwood City, CA 94063, Attn: Customer Support Dept. The preceding 
warranty shall be void if any defect in this 3D0 software product arises through accident, negligence, use in any application for which this 3DO software 
product was not designed or intended, modification without the prior consent of 3DO, any cause external to the product (e.g., heat), or by any other 
cause unrelated to defective materials or workmanship. 


EXCEPT FOR THE LIMITED WARRANTY SET FORTH ABOVE, ALL OTHER REPRESENTATIONS, WARRANTIES, CONDITIONS, TERMS AND 
OBLIGATIONS, WHETHER EXPRESSED OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, ANY IMPLIED WARRANTIES OF MERCHANTABILITY, 
FITNESS FOR ANY PARTICULAR PURPOSE AND OR NON-INFRINGEMENT REGARDING THIS 3D0 SOFTWARE PRODUCT (RELATING TO EITHER 
THE GAME CARTRIDGE, THE SOFTWARE OR OTHERWISE) ARE EXCLUDED TO THE MAXIMUM EXTENT ALLOWED BY APPLICABLE LAW. 


3DO neither assumes nor authorizes any other person or entity to assume for 3DO (or any related or affiliated entity) any other obligation or liability 
in connection with this 3DO software product. INNO EVENT SHALL 3D0 BE LIABLE FOR ANY INCIDENTAL, CONSEQUENTIAL (INCLUDING LOSS 
OF PROFITS), SPECIAL AND-OR OTHER DAMAGES OF ANY KIND OR NATURE RESULTING FROM THE PURCHASE, POSSESSION, USE, OR 
INABILITY TO USE THIS 3D0 SOFTWARE PRODUCT, EVEN IF 3D0 HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES OR LOSS. IN 
NO EVENT SHALL 3D0°S LIABILITY TO THE ORIGINAL CONSUMER PURCHASER EXCEED THE AMOUNT ACTUALLY PAID FOR THIS 3D0 
SOFTWARE PRODUCT. SOME STATES: COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND. OR THE 
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE LIMITATIONS AND, OR EXCLUSIONS SET FORTH ABOVE 
MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY 
FROM JURISDICTION TO JURISDICTION. 


3DO has endeavored to ensure that the end-user manual and promotional materials regarding this 3DO software product accurately reference the 
product. However, because of ongoing improvements and updating of 3DO software products, 3DO cannot guarantee the accuracy of printed materials 
after the date of publication. 3DO disclaims any loss, liability and/or damages, whether in contract, tort or otherwise, arising from any inaccuracies 
and or other information contained within the manual and or promotional materials, including, without limitation, any loss or liability resulting from 
changes, errors or omissions with respect to any of such items. 
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Hot New Games from 3DO! 


t rfare! Over 25 missi 
iad-blowing armored tank War SIO 
Maal nvepowel and destruction! . Command mi 


NS Of plastic carna 
ge! 
ghty tanks and jeeps! 


TO ORDER: 
800-336-3506 or www.3do.com 
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THE 3D0 COMPANY 600 GALVESTON DRIVE, REDWOOD CITY, CA 94063 

© 2000 The 300 Company. All Rights Reserved. 3D0, Heroes of Might and Magic, Heroes, BattleTanx, Army Men, Real Combat. Plastic Men., 
and their respective logos, are trademarks and/or service marks of The 3D0 Company in the U.S. and other countries. All other trademarks 
belong to their respective owners. 
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